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and 


HE Game of Whiſt i 7s 0 hap- 
. Fay compounded | berwixt chance. 
ill, that it is ger erally 
efteemed the moſt curious © 


tertaining of the cards, and is 
therefore become a favourite amuſe=' 


ment to perſons of the 
quence. and the 


abitities 


Bands and critical caſes ariſing 
uch a number -9 


n conſe 
voſt "di inguifhed 


the: great. variety 


; 


cars, renders 


the game ſo nice and difficult, that 
much time and practice has bere- 
tofore been neceſſary to the obtain» 
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PREFACE. 


ng a a tolerable . f — 
¹ it. = 


N 


gun 5 ay of * * 


private-uſe, and are publiſhed: with: 


4 deſign: to inflrutt ee to 


Mt ihe moderate pi rofictent, and,. 


in general, to put the players more 


upon. equality by. Ae Fe 2 . 


Tue author 8 256 me 
teach thafe who. are deeply filled: 
in. the art of Whiſt, but. hopes to 


merit their indulgence and profit: 
by their admouitions, fa as to car 
rect what is amiſs, and ee 


what. appears imperfect. 
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1. WAE GIN with the ſuit 
ws 5 Ya of which you 
Fr moſt in number. 


For when the trumps are out, 
you will probably make ſeveral 
AKIN it. 


2. F you hold equal numbers 


2 LEADER, 


in different fuits, begin with the 

ftrongeſt. 
| Becauſe it is the leaſt liable to 

injure your partner. 0 
3. Sequences are always ek ible 

— 

Becauſe they * your 
partners hand, without! injuring, 
your own. 4 

4. Lead from a King « or Queen, 
rather than from an Ace, 
For ſince the adverſaries will 
lead from thoſe ſuits which you 
do not, your ace will do them 
moſt harm. 

/ 5. Lead from a King farben 

1 than from a Queen, and from a 

Quern rather than a Knave. + 

1 | For 


8 3 
2 


ow E AD E „ 
For the ſtronger the ſuit, the 


leſs is your partner endanger- 


6. Lead not from Ace\Queen, 


or Ace Knave, "till one's ne- 
celſary. 


For if that ſuit is + led by t the 
adverſaries, you have a good 


chance * making. two tricks 


in it. 8 

7. In all 3 to a Queen, 
Knave, or ten, begin with the 
higheſt, 

Becauſe it will frequently dic 
treſs your left hand adverſary. - 
8. Having Ace, King, and © 
Knave, lead the King. 
| B 2 


per 


4 L. E A D E R. 

For if ſtrong in trumps, you 
may wait the return of that ſuit, 
and fineſs the Knave. hs 

9. Having Ace, King, and 
one ſmall card, lead the ſmall ' 


Oné. 


For by this lead your part- 
ner has a chance to make the 


to. Having Ace, King, and two 

or three ſmall cards, play Ace and 

King if weak in trumps, but a ſmall 
card if ſtrong in them. 
For when ſtrong in trumps, 
you. may give your partner the 
chance of making the firſt trick. 

Xt. Having King. Lucen, and 

| _— 


"yy 


LEA DE N. 3 
one + fall card, 1 the es 


one. 


For your partner has an equal 
chance to win the trick; and 
you need not fear to make King 


or = 


Having Kin ing, Kerr. an 


two or three ſmall cards, lead a 
| ſmall card if firong i in trumps, and 


the King if weak in them. - 

For ſtrength” in trumps inti- 
tles you to play a backward 
game, and to give your partner 
the chance of winning the firſt 
trick; but if weak in trumps, 
it is accattan to ſecure a. trick 
in that ſuit, by leadin ng the King- 


or Queen, 53 ah 8 
B 3 13. H 


MP” 


6 LEADE R. 


13. Having an Ace with four 
| ſmall cards, and no other good 
ſuit ; play a ſmall card if flrong 
in trumps, and the Ace if weak. 
For ftrength in trumps may 
enable you to make one ot two 
of the ſmall cards, altho' your 
partner ſhould not be able to 
ſupport the lead. Le 

14. Having King, Knave, and 
ten, lead the ten. 

For if your partner holds the 
Ace, you have a good chance of 
making three tricks, whether he 
paſſes the ten or not. 


15. Having King, Veen. 4 
ten, lead * King. 


; 02 8 
1 


. 'F 
. 


::. ib. 


LEADER „ 42 

For if it falls, upon the return 9 
of that ſuit from your partner, 2 
by putting on the ten you have a 
chance of making two tricks. 

| "26 Having Queen, Knave, and 
nine, lead the Queen. 

For upon the return of that 
ſuit from your partner, by put- U 
ting on the nine you will pro- : 
OY make oy Knave. EB 


* * 


SECOND HAND. 


1 Having Ace, King, | 6 
ſmall ones, play 4 ſmall card if, 
ſirong in trumps, but the King ! * 
weak ! in them. 


s a | , 
v0 . + + 
—”, 
B4 8 5 For . 
: + 4 * * N ; 


Sm 
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— 
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9 SECOND HAND. 


For an your Ace or 
King might be trumpt in the 
latter caſe, and no hazards ſhould 
be run with few trumps but in 
critical caſes. | 

2. Having Ace, 3 and 
ſnall cards, play a ſmall one. 


For upon the return of that 
ſuit you will an make two 
tricks. | 


3. Having Ace, Knave 5 
ſmall cards, play a ſmall one. 


For upon the return of that 
ſuit, you will probably make two 
tricks, 


4+ Having Ace, ten or nine 
201 - 


SECOND HAND. 9 
with ſmall carde, Play a nal 


one. | 1 
For by this method you. hoop 
a chance of making two tricks in 
the ſuit. nh 
5. Having King, Queen, ten, 
and ſmall cards, play the Queen. 
For by playing the ten upon 


the return of the ſuit, you will 


probably make two tricks in it, 


6. Having King, Queen, and 


ſmall cards, play @ ſmall card if 
firong in trumps, but che Ween * 
weak in them. 


For ſtrength in trumps war- 


rants playing a backward game, 
and 


and 'tis always advantageous to 
keep back your adverſaries ſuits 


F. I hon hold a ſequence 6 your 
27550 card in the ſuit, play: the 


loweſt of it. | 
For by this means your part- 
ner is informed of your ſtrength 
in that ſuit. 
8. Having Queen, Knave, and 
ſmall ones, play the Knave. 


| Becauſe you will in great pro- | 
bability ſecurea trick in that ſuit. 


9. Having Queen, ten, and 
ſmall ones, play a ſmall one. 

For your partner has an » equa 
chance to win the trick. 


10. 188 


SECOND HAND, 11 


10. Having either Ace, King, 
| Queen, or Knave with ſmall cards, 


Play @ ſmall one. = 
For your partner has an equal "=o : 


chance to win the trick. 


11. H. aving either Ace, King, 
Queen, or Knave, with one ſmalt 
card only, play the ſmall one. 

For otherwiſe the adverſary 
will fineſs upon you in that 


ſut $54 7 3 
12. If a Queen 1s led and eie 
bold the King, put it on. 5 
For if your partner holds the 
Ace you do no harm, and if the 
King is taken, the adverſaries have 
played two honours to one. 
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ry, e Kinwech — 
hold the Queen, put it on. 


For at the worſt you bring 
down two honours 10 „ 


14. Fa Ring 1 led. and you | 
bold Ace Knave and 1 ones, 
play the Ace. 

For it cannot do the adverſaries 
a a injury. 


the Ace, and return the Kin ge. 


Becauſe you are not to keep 
the command of your partner's 
ſtrong ſuit. 0 


2. Ha- | 


1 


1 HIRD HAND. 23 


2. Having Ace and Queen, ple 
the Ace, and return the Queen. 


For although it may prove 


better in ſome caſes to put on 


the Queen, yet in general your 


partner ĩs beſt ſupported 58 the 


method above. 


0 Having Ace and Ahn; 
play the Ace, and return the 


_ Knave. 


The Knave is returned in or- 
der to ſtrengthen your N 
hand. 


4. Having King and Knave, 


Flay the King; and: if it wins re- 
turn che Kaare. 


Becauſd | 


14 THIRD' HAND. | 
Becauſe it will ſtrengthen your 
partner s hand. 3 
5. Always put on the beſt 


when your partner n 4 mall | 
card. 


| Becauſe it beſt ſupports your 
| Partner's hand. WR SOS IO. 


6. F you hold the Ace and 
one ſmall card only, and your 
partner leads the King; put on 
the Ace and return the ſmall 


one. 


For otherwiſe = Ace will 
be an obſtruction to his ſuit. 

7. If you hold the King and 
one ſmall card only, and your 
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| FOURTH HAN D. 15 


partner leads the Ace; if the 
| Trumps are out it is good N * 
put on the King. 


For by putting on the king, 
there is no 8 to the 
ſuit, 


FOURTH. HAND. 


. If a King is Jed, and you 
* > Knave, and a ſmall card, 
Play the ſmall one. "DR 


For ſuppoſing -the Queen to 
follow, you will probably make 
both Ace and Knave. | 

When the third hand is 
weak in his partner's lead, you 
may 
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16 FOURTH HAND. 


may often return that fuit” to great 
advantage. 
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But this rule muſt not be ap- 5 
plied to trumps, unleſs you are 
very ſtrong indeed. 


—— Ds on te — — 
* — 


Caſes in which you ſhould re- 
turn your partner's lead im- 
mediately. 


1. When you 20171 with the Are, 
and can ret urn an honour. 


For then it will greatly ſtrength- 4 
en his hand. 


. When be leads a trump. 


In which caſe return the beft 
remaining in your hand (untcfs 


I 


| CASES, Ne. 1 
yon hold four originally. e 


An exception to this ariſes if 
the lead i is thro an honour. ET ain 
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3. When your n has 
erumpt out. 


For then! it is evident he wants | 
to make his great ſuit. 


„ 44 4 # 


4. When you bave no good ur f 
in any other ſuit. 3 * 7 8 
For then you are entirely de- 
pendent on your partner. | 


Caſes in which you ſhould not 
return your partner's lead im- 
nene | | 


5 1 you 1 uin 3 the Kiag, | 1 
1 Ween, = 


CASES, &. 
Queen, or Knave, and baue only 
| _ cards remaining. 


For the return of a ſmall card 
will more diſtreſs, than firengthen 
your partner. | 


2. If you bold a good Ke 75 

For then you may ſhew a 
ſtrong ſuit, and not injure his 
hand- e e BEERS e 
3. If you have a flrong ſuit. 

Becauſe leading from a ſtrong 
ſuit is a direction to your part- 
ner, and cannot injure him. 

4. If you have u good hand. : 

For in this cafe you have 4 
iright to conſult your -own hand, 
end not your partners. 

5. If 
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5. If you hold Sor trumps.  «; 


. or then you are. m1 
to play trumps if 700. think It 
richt. 


1 * 
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of LEADING TRUMES. 


15 Leal trumps Grow 4 ſtrong 
band, but never from @ ver 


on. 


* Tx 


By which means you, will 


ſecure your good. cards from be- 
ing trumpt. 


1 
* 


2. Trump not out with bad 
Land, altbo you, Bold Foe: * 


trumps. 


For ſince your 1 are hands 


C2 110- 209/411 


N LzxD ING Tau UMPS. 19 


20 Of LzADinG Tru. 


it is only trumping for the a4 
verſeries good ones. | 


Wt Having Ace, Kii ing, Knave, 
ond three Small _ 9 Hee 
me King. | * 

For the probability off: tbe 3 
Queen 8 filling" is in + «ah? he. ; 


your. 


4. Having 4 King, Ps. 
and one or two \ ſmall rrumpo, play 
the King; and wait the return 


from your partner to put on the 
Knave. 2s | 5 5 | 


This method is in ads to 
win the Queen, but if you have 
particular reaſons to wiſh. the 

_ trumps out, phy two rounds of 
trumps, 


rope, and. then. your: Kron 
ſuit. 1 
= Having Ace, King, and, 8 
or thre ſmall gung lead a nul 


S. = 


3 4 . 
1 * 


it £778 £38751 


"This method is with « a view 
to let your partner win the: fieſt 
trick, but if you have good rea- 
bons for getting out the trumps ; 
play three rounds, oK play Ace 
and King, and they Proceed with 
yourftrong Mc. 95015155 6 198 
6. If your adverſaries i are eight, 
and por bold no bo throw off 
your. : beſ trump. x3. iN 
For if your partner Bas not 
two hotiours you have loſt the 
game, and if he holds two ho- 
C 1 nours 


22 Of Examine: Tx UMPS.. : 


nours it is melt advantageous for 
youu to lead a trump. : 


7. "Having Ate, Ween, TIN 
* mall trumps, play the Kn nave. 
For by t] this means, only. he 
King can make 8 againft vou. be 


$. Having ee, Lucen, Jen, 4 
| and one or tuo ſmall . het: 72 
a ſmall ont. | "REP 
For it will give your parts 
ner a chance to win the trick, 
and keep the command in your” 
own hand. 5 A wick 


9. Having Bart Seb, Ten; 
and Jmall trumps, lead the. King. 


For if the King. is loft, r 


3 


9 | \ KA ES 7 
a of Lzaping Tzomes., 23 
. = return of. , you. may 
fineſs the ted. ©} {51 . [14068 7 
2 10. F Ki. Knave,. 
1 Ten, and all auen. kad. the 
i MY: w_ 4 ne = 
1 Becauſe,” it will | Prevent the 
| adverſaries from making a ſmall 
7 L | ; trump. 


ö wt *0 4 s 9 
5 1 1. "Hoving Sperm, * 
28 : nine, and Small, Trois Had the 


Veen. oo 


1. * 7 


£21161 


1. * For if your e Joke! the 
Ace, you have a good chance of 
making the whole ſuit, as: 


6% 


12. Having Queen, Knee, 
and two or three ſmall rrumps, 
kad the Veen, © rhe, (cb 

THE 
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24 Of LEADING Tavurs. 


For if your partner holds the 
Ace, you have a good chance for ; 
making the whole ſuit. 
131 Having Nuove, Te en, "Erght, 
and ſmall trumps, lead the Knave. 


3 
For on thi return of trumps, 


7 you may probably fineſs the In 


. to advantage. | 


14. Having Knave,. Ter en, 2 

three fmall frumps, lead the Knave. | 

Becauſe it will moſt diſtreſs. 

your adverſaries, unleſs two ho- 

| nours are held on your right 

| hand; the odds againſt which is 
about three to one. 


45. | Having only ſmall cramps, | 
begin with tbe higheſt. 83 


Of Lraine Tauurs. 25 


By this play you will ſupport 
your partner all you can. 


16. Having 4 * begin 
with the higheſt. 


By 1 this. means your 2 is 
beſt inſtructed how to play his 
hand, and cannot nyt be i in- 


jured. 

1 7. IF a an ee is 1 — 
en your. te 22 and the game much 
againſt you; lead a ; Frum. the 2 inſt 
opportunity. 8 

For your game being 4 
rately bad, this method ig a 
moſt likely to retrieye t. 


18. In all. other . Wes H.. is 


dangerous leading thro" an. . 
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unleſs you are e firorg i in trumps, 0 on 
Eave a goed Band. 


Becauſe all the advantage of 
trumping thro' an honour, lies i in 


the fineffing of your partner. 


19. Suppe ofing bereafter 4 5 IF « 
pro per 70 lead trumps. ; I an | 
honour is turned up on your beft, 
and you hold only one honour 
with a ſmall trump; throw r 
he honour, and next the | Korn L 
one. 55 
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Becauſe 1 wil greatly firen gth- 
en your partnet's hand, and can» 
not hurt your o.]. nen 


200. Fan honour is turned up. 
en the left, and you hold a ſequence, 
lead the bightf of it. 


— — . Dr 
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or rapie Throws. 27 


Becauſe it will prevent "the: 
laſt hand from injuring your 
7 : partner. : FI 

r 21 e Queen is turm d up on: 
tha 1 . and 255 bold Ace, Kin g. 
and a ! ane Lad the Jnall 


b | "Shea Have a chance: 
* for getting the Queen. 
7 22. Fa Veen i turnid 7 
2  #n your ft, and you bold *the- 
4. H__ at Love VINE lead * 
1 For the Knave can e | 
] fervice finee the WY js on on: 
p: | your. left; £72 | 
4 23. V an baun. 1. turned up 
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* 
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28 Of Leading Taomes. | 
by your partner, and you-are ſtrong | 
in rum pt, lead a ſmall one; but 
if weak in them lead the tf You 3 


have. : 
| By this Fe, the SG hand i 
will ſupport the ſtrongeſt. | 6 


24. Fan Ace is turned 45 r 
the rigbt, and you Bold King, 

| Queen and Knave, lead the Knave. 
For it 1s a ſecure lead. oh 
5. If an Ace is ; turned: ap ov | 


3 and Ten, "hd the King; 
and upon the return of ge pl "3 
ihe Tens... ah ax \ 9 

For by this means you N 


a. great ſtrength to your part- 
| NCT, 


— — ont 


7. 


of Lzraping "fron. 29 . 
ner, and will probably wake two 


7 tricks i in them. dats 


26. If a King A ir r on 


- the right, and you bold. Queen, 


Knave and nine, lead the Knave ; 


and upon the return "of "_ Pl 


the nine. 


| Becauſe, it may prevent the 
Ten from making. 


27. Va King i ic „ 


your right, and you bold Knave, 


ten and nine, lead the nine; and 
upon the Fes urn "Y uy. play the 


ten. 


Becauſe hs method will beſt 
diſcloſe your ſtrength. in trump 


28. If a Queen i is turned up. ox 
the 


30 Of Lr aF; TRUMP. ww 


T right, and you, bold Arn 1 
King T4 and Knave, tead the King: 85 3, 7 
und upon the- return of trumps ploy 
the Miavr. 3 6 
Beeauſe you are certain tomake' 5 
the Knave. pode ads 1 
29. If a Queen is turned FY FF - 
on the rigbt, and you hold Ace, 5 
King and ſmall ones, Jead the King: | 
and upon the return of trumps IF 


you may Huge, oy? the Queen = 


falls: 1 J 
For otherwiſe the Queen will 
make a trick. e 1 0 
30. If a Knave 15 turned up. 15 " 
on the right, and you bold Ring, 
Lucen and ten, lead the Queen; WM - 


* 


an 


7 
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and upon the return of rrumpt Play 
Toe We. 

For by this means ; you wil 
make the yeh... 


v4 


Wo Knave 3 Fo ; turned 1 
on the 'right, and you hold King, 
Queen "and. fall" ones, lead” the” 
| we.) ; and if hat comes dome me play 


at) 


For tis probable you, mmol 
Holds the Ace, 

32. F 4 Knovr ie: turned. up 
on the: right, and 


cards, lead a fall ones and upon. 
the return * trumps r tie 
an „ e 


. For 
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32 When you turn up an Honour. 


For tis five to four that your 


: partner holds one : honour. 


19 


When you turn up, an. Honour. . 


Is 87 you turn up an Hee, and ; 


put an the Ace. 


| Suld only one ſmall trump with it, 
of either. adverſary leads the ö | 


For it can-do the adverſaries no ; 


__ injury. 


2. F you turn 45 an Ace and 1 


Bold two or three ſmall trumps 
with it, and either adverſary 
leads the King, ae on 4 Heel i 


One. 


For if you oh the ava 
„„ you 


When you turn up an a Honour, 38 


you give up the command; 3 in 
trumps. EP, 

3. I you turn up a „ 
2 hold only one ſmall trump 
with it, and your right” hand. 
N leads 4 1 ply * 
King. 


This caſe is: 1 bn 
doubtful, and Wd _ Free | 
think differently. n 


4. If you turn 578 42 King; 
4 hold. two ':or three ſmall 
irumps with it, ur right band 
adterjary leads 4 Ten „ play 4 
| ſmall one. 


It being the belt way, of ſecu- 
ring your King. Fred 


8 


\ ; 


34 When you turn up an Honour, 
If you turn up a Queen or 
' Knave, and hold only ſmall trumps 
with it, if your right band ad- 
derſary leads a trump, put on a 
mall . TORT | 
It being the een . 

6. If. you hold a ſequence 1 
the honour turn d up, play it 
By this means your partner 
will be the beſt acquainted with 
vour . in as > Ws 


Fa 
* 


Of Fu for the odd Trick, 5 


i. Be cautious of trumping 4 
out, notwithflanding you have 4 


* Band. 


of 
1 8 1 1 is 
+, * 


& : 


Of Playing for the odd Trick. 35 
Por fince you want ant the odd 
trick only, it would be abſurd to 
play a great game. 


BY Never trump dur if your 
partner” appears likely 20 Gas... 4 
a. WF. 

Fer it is ine beſt to let 

your partner make his trumps. et 


3. If you are moderately ftrong 
in trumps, i al right fo Force 
your n. N | 

For by this means: you proba- 
bly gain a trick. . |. 

- -M Make your tricks car, a 
be cautious of fineſing. 

hw you may not be greatly 

4 7 ES in- 


* 


536 Of Playing for the odd Trick. 


injuted, tho' you fail of aching; 1 
i odd trick, ATR. fo, 

. If you bold a fngle a 
"I any ſuit, and only tue or. 
three ſmall K lead the / ingle 


card. Wa 
For it will give you a chance 
of making a ſmall trum. 


GENERAL, RVLES, 


I Be very cautious "bis on : 
-change | ſuits, and let no arti — 
fice of the W induce Ts | 
\fo it. 9 

2. Keep a anne" 266 ; 
fo f in your: frong Jp; oben 
the 


GNR Als RULES. 37 


the trumps are out, if . your bn 


will admit of fuch prrtenſions. 


3. Never keep back your part» 


ners ſuit in trumps, but return 
ſbem the firſt opportunity 


4. Tf you hold a firong ſuit ani 
but ſew trumps, rather force jour 


adverſaries than lead trumps ;. un- 
leſs you are n in the other «foie 
hikewiſe, + 
5. Be fare to ako the 2 trick 
when it is in your power. 
6. Alivays confider the cores, 
and play your band accordingly. 


7. In a backward game, you 


may often riſe one- trick in order 
t uin twoy but in @ forward 
D:3-- 


game 


7% 
13 


unleſt you have a good OY * 


38 GE NrnRAL RvLes. 


game you are to be more cautious; 


getting up. 4 6 

8. In returning your — 
lead play the beſt you have, whe 
you hold but three original. 


9. Remember what cards drop 
Sou each hand, how many of each 
ſuit are out, and what ts the vet * | 
e card in each. 

o. Lead not originally from a 
r of which you have Are and 
Queen, Ace and Knave, or * 
and Knave ; if you bold e, 
moderate futt. 


11. If neither of Guide adver- 
—_ will lead Cai the above 
Suits, 


* * * * * * 6 1 
IP 
oy * 6 
* » 
- 

# 

„ (4 
* 
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ſuits, you muſt do it Jourfelf with a 
mall card. BY 
12. You are ferong in — 1 5 
with five ſmall ones, or three Wan ; BY 
ones and one honour. 
. Do not tramp a card when 
* are flrong in trumps, and the 


more eſpecially 4 you" hold a Un g 
_ 5 
. you bold only a few 
hal N make them if ou 
can. 
15. if your partner e to 
; rain a ſuit of which he knows you 
: have not the beſt, lead him your beſt 
1 trump the firſt opportunity. 
ö 0. V your Partner has trumpt 
| 2 ES a fo its 


40 Oruzx ar. Dat” 


. @ fuit, and refuſes to play trumps, 5 
lead bim that ſuit again. 
by. \ Never force your * parts. f 
ner but when you are ftrong in 
trumps, unleſs. you bave 4 re- 
naunce yourſelf, or want * the 
eudd trick. „ 5 
. the adverſaries trump = 
out and od partner has a re- 
nounce, give him that | ſuit, when | 
you get the lead, : if you think be 
has a ſmall trump left. A 
19. Lead not frem. an Ace FE! 3 
W „ you hold four in aum a 
ber ak another ſuit. . 8 
| When Trumps are TY: N 
Na by your partner, or led J 


by the OR. you may i. 
| nels 


neſs ; deeply in them $5 keeping the 
command all you can in your own . 
21. Tf you. lead the King? 
any ſuit and make it, you muſt nat 
thence conclude that your partner 
bolds the Ace. FL 

23. Jt is fometimes proper 10 
lead a thirteenth card, in order 10 
force the adverſary, and make your 
partner laſt player. 

23. V weak in trumps make 


your tricks ſoon, but when firong 
in them, you may play 2 more 
backward game. 


24. Keep 4 ſmall” a "ME 
your partner's firft lead, i, poſſible, : 


in 


2 B CIR . — 
— 3 — > _ LY * : 6 5 
111 EI Ir PE NEE III * * 


" — 3 — - — —— — —— 45 - 1 
— 3 
£56 £7 ; * = . 4 — * — a . 
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ſuit. 
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m order to n it when the 


trumps are out. | N 


25. Never force the adverſiry 


ith your beſt card of a ſuit, 
ante s you. bave the eras beft 


26. In your partner? s lead, 
endeavour to keep the command 


in bis hand, rather than in your N 
orn. 


„n Joo" a faw, 7 


Sa better to purſue it han 


to trump cut; altho you ſhould” 
be ſtrong in trumps with a gud. 


28. Keep the trump you turn 
ws as lang as "a properly Can. 
2 9 W. ben 
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29. When you Bold all the 
remaining trumps, play one of 
them to inform your partner ; 
and then mo the lead into bis 
band. © 

30. I is better to had ud 
Ace and nine, than from Ace 
and ten. 


31. I 7s better fo had trumps 
thro an Ace or King, than thro” 
4 Ryeen or Knave. 
32. If you are reduced to the 
loft trump, ſome winning cards, 
and one lang card only; lead the 
loſing card. 


3 only your partner has © 
trumps remaining, and be lead 


4 ſuit ef which you bold none; 
1 


44 Genn Rol rs 


, you have a good quart 7 or 75 
guence o, four } throw away che 
bigheſt Fit. 

34. I you. gave an 1 . 
one ſmall card of any ſiut, and 
* ſeveral ꝛwinning C cards in other 
fuats; rather throw away ſome 


Winning card than that ſmall 
one. 


3 x... you bold = one 3 
with a ſmall rump, and wiſh the 
trumps. out; lead the bonour 
36. If trumps have been led 
thrice, and there be S remaining 


in the adverſaries hands; endea- 
vaur lo force them cut. | 


37 Never play the beſt aonl 
* 


of. your adverſaries lead at ſecond. 
hand, unleſs your partner 1 "a 
of 1Þ: t fait. 3 | 

38. ½ you have Fable ne 
and the command of. a ſuit wheres 
of your partner has none, lead 4 
nail card in N that be . 
58 it. 


V you bold ws erumps, 
201 Fs a goed hand, play trumps 


and clear Hour. TONY hangs 
7 SN.” 

gon bold. the. Ace and 
Fo mai trumps when" the ad. 
verſari es lead them, and have nd 
particular reaſon for fliapping the 
ſuit; let them guieliyj make King 
and Queen, and on the third round 
790 the Ace. 5 
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41. Suppofing yourſelf leader 9 
with three ſmall trumps, one ſtrong 


| fuit, one moderate fuit, and a. ſingle 


card; begin with the ſtrong ſuit, 
and next lead the fingle carl. 
42. Be careful how you fort your | 


cards, leaſt a barp and curious eye 


Jhould diſcover the number of Jour 


trumps. 


CALCULATIONS. 


1. I is about 5 40 A, that your 
partner holds one card out of any 
4 700. 


. It is about 5 to 2, that your 


er bolds one card oh of any ; 
three. 155 
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3. It is about 410 1, that your 
partner holds one card out of any 


fear, 


4. ü nnn that your part - 
ner does not hold a certain card. 


5. Lis about 3 to 1, that your 


partner does not hold two cards out 
of any „ 

6. I is about 3 10 2, dos ane 
partner does not bold . two cards out 


of any four. 
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A "TAB LE of chances ber 


winning. 


At any ſeores of the game except 8 and 
9, the odds of winning is nearly in a re- 
ciprocal proportion to the points wanted, 
as by the following table; ſuppoſing D the 
dealer, and E the elder hand. „ 
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LAWS of the Gude t WEST, 
BE. from HOYLE. VAT 


we” any perſon plays. out . 

bis tary, it is in the option of i- 
ther of bis adverſaries. to call the 
card ſo played, at any time in that 
deal, provided tt does not make bim 
revoke ;. or if eiuer of ib aduerſe 
party is to lead, le may defire. bis 
partner io name the ſuit be. chuſes 
to have bim had, and whett a ſuit is 
then named, the partner 1 pur 
if be bas it. 
a No revoke 10 be claimed till 
the trick is turned and quitted, or 
the party who revohad or RT 
ner, have played again. 

3. if a revoke luppens * be 


ning 
* 


60 I., AWZ, &c. | 
3 10 bis ſtore, and the revoking 
party, provided they are up, not» 
withlanding the penalty, muſt re- 
main at 9 : the revoke takes 
place of any other 2 of the. 
19 d\ * ov 
. Tf any a calls at "ally 
01 at of the game, except 8, either | 
of the adverſe parties nay call a 
new deal; and they are at liberty. 
to conſult each "other whether 1 
will bade a new dea. 
5. After the trump card is ; fron 
no bay ought to n bis Tun 
zo call. 0 
6. If the ee is ſoon, 1 
boneurs in the preceding deal can i 
ſet up, ky 7 _ were * 
| claimed. SE F 
7. if any ferfon ſeparates 4 
vis from the 1 either of "on 


| adverſe parties, may call it, rb 


done fo, i, either. of the adverſe 


0 7 
2 
2 
5 
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vided he names it, and proves the 
ſeparation z, but in caſe be calls 4 
wrong card, either of the adverſe. 
parties may once call the higheſt ar 
loweſt card in any ſuit led ding. 
that dall. 

8. Bach perſon. aughe to — 
his card before bim; after be bas 


parties mix their. cards with is, 
bis partner is entitled to demand 
each perſon. to. lay his card before. 
him ; but not ta enguire who Played, 
an yy particular carl. 

9. / any berlin revabes,. and” 
£8 the - are turned, diſ 
covers it, the adverſe. party ma * 
call either the bigheſt or the low- 
eft- card of the ſuit led, ar baue 
Heir option to cail the card then 
„ 


LAWS, &c. 


played at any otber ti ne, when it | 
deer not cauft a revoke. N 
10. V4 card in deating- * 
turned up, it is in the cption of 
the adverſe party to call a new 
deal, unleſs they, or either of them, 
have been ab conſt of turning up 
ſuch card; in which caſe the d 
der has the option. | 
11. If the Ace, or any other 
card of any fuit is led, and it 
ſhould fo happen "that the" IA 
player plays out of his turn, ue. 
ther his partner has any of the” 
ſuit led or not (provided yo af 
not make lum revoke) be is neither 
inlitlid to trump" it, mor to wn 
that trick, ? * 
12. J a card it faced in the 


62 


pack, they muſt deal agat 1, except 1 
it is the _ card. 
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god; pee alſo "the Perſon” 
wo | Plays with 12 cards, it to be pu 
Wl - niſſed with each 'revoke, in — 
1 be bas made any; but if any of the © 
reft of the players ſhould happen 1 
have 14 cards, in that "ay deal. 
$5 20808, © FO 
mie A a} perſon throws his 
rr upon r table, with their faces 


PIP Moran _ — 
* * EI ns 2 F — = 2 
rr Bt ens —— — — el 3-evas 
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; et cards, when — think proper, 
png DOR ao not hats lle ws. | 


10 | | . 5 toy: B I D. A 1 a 1 
= - bzs partner *C + pleyi before” ihe 
e naverſary B; in'this —— Bas 
EP: 99 — fo u. re 


* 


1. is ow liable th have all bis cards 


bit Keiler als hb be bad „ 
an Bonbur, while tht cards are 


* 


gainſt B and D; A lead a cl 
B plays 4 ſpade, + C play s. the * 
ef clubs, and D plays a club; 
4 vers, be has revoked 0 the 


artners d- 
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anno ber about it, and are at 


1 and fo may D, and either. A . 
T have it in their option to, 5 
B to play the higheſt or the. e 
: ij 85 5 of 7 the / 7 r 3 
8 9 21. * am per on . calls, at 
5)". the pot . and fy Hr 
Fi 2 
Y 5 hy and it appears that th 
. other fide had not tao by bonours 
min this caſe they may conſult. 
4 irh one another about it, * 
bs are at liberty 70 Hand the deal \ a 
2232. And if any body an ers, 
1 "Og be bas not an honour," the 
 _ adverſe party may conſult with ane 


berty | 


8 . | = * cry the deal or net. 
5 23. Ne perſen may. 


» 


W 


* 


, RAE. 


* > Ge 8 n 4 
en 7 
ee * bes : 


| without the conſent of all parties. 


| 24. The dealer ought to leave. . gh 0 

to view upon the table his trump © 3 1 
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